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imersão no 
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sobressaltos entre o 
jogo principale o 
puzzle garantem a 
imersão do jogador; 
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À Tale of Birds without a Voice. 


First flew the greedy Pelican, 
eager for the reward. 

White wings flailing. 

Then came a silent Dove, 
flying beyond the Pelican, 
as far as he could. 

A Raven flies in, 

flying higher than the Dove. 
Just to show he can. 


A Swan glides in to find a peaceful spot 


next to another bird. 

Finally, out comes a Crow, 

coming quickly to a stop, yawning and then napping. 
Who will show the way”? 

Who will be the key? 


Who will lead to the silver reward” 


À Tale of Birds without a Voice. 


First flew the greedy Pelican, 
eager for the reward. 

White wings flailing. 

Then came a silent Dove, 
flying beyond the Pelican, 
as far as he could. 

A Raven flies in, 

flying higher than the Dove. 


Just to show he can. 


gu 


A Swan glides in to find a peaceful spot 
next to another bird. 


Finally, out comes a Crow, 


coming quickly to a stop, yawning and then napping. 
Who will show the way”? 
Who will be the key? 


Who will lead to the silver reward” 


se o objetivo do designer é fazer 
jogos divertidos, então a inclusão 


de puzzles nele deveria torná-los 


se o objetivo do designer é fazer 
jogos divertidos, então a inclusão 


de puzzles nele deveria torná-los 


mais divertidos 


apoiando e er é tazer 


dando suporte 
a ps dsiicl, do 


mais divertidos 


) + 


ue 
| 


<< & << sb 
0064 be 
e < eses “o 
LOLH<LO << 
º evoso: 


od 


ná alguns tipos de 
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de maneira geral, puzzles são um 
obstáculo direto para que o jogador 
alcance algum objetivo no jogo 
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e o domínio que a precede 
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experiência completa de jogo 
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